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Yoshi's Cookie is a trademark of Nintendo of America Inc. *©1992, 1993 Nintendo of
America Inc. ©1993 Bullet-Proof Software, Inc. Original design by Home Data Corp.
Tetris™ & ©1987 Elorg. Bullet-Proof Software and BPS are registered trademarks of
Bullet-Proof Software, Inc.

Puzzles created by Alexey Pajitnov and BPS.
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Introduction
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It's Cookie Chaos for Mario
and Yoshi!

Do you love cookies? Then try Yoshi’s Cookie! This fast-paced
puzzle game is fun for kids of all ages. It's easy... just move the
randomly placed cookies (HEART, FLOWER, DIAMOND, CHECK,
CIRCLE and YOSHI) into rows and columns of the same type. If you
make a row or column of the same cockies, the line disappears and
you score points. Remove more than one row or column at a time
for really big points! In the one-player ACTION game, clear the
screen and you advance to the next, more challenging stage. Use
the special YOSHI COOKIE as a wild card for even more points!

In the VS game, test your skill against a friend or the computer. Race
against the clock to clear enough rows and columns first. Every row
or column you remove gives you a YOSHI COCKIE. Remove a row
or column of YOSHI COOKIES and pull some wild tricks on your
opponent. But watch out! Sometimes those tricks can backfire!

The PUZZLE game tests stategy, not speed. You're given a limited
number of moves to clear all of the cookies from the screen. Pass
all the levels and reveal the secret Mario World map!

@ HEART CHECK
@ FLOWER ". CIRCLE
DIAMOND @ YOSHI
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Controls
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X Button
A Button
B Button
Y Button

Confrol Pad: The Control Pad controls your cursor.

A Button: Hold down the A Button and press Up, Down, Right, or
Left on the Control Pad to move the cookies vertically and
horizontally.

B Button: In the ACTION game, you can use the B Button to make the
new cookies drop faster.

Top L/R Buttons: In the PUZZLE game, the Top Left Button takes
you back one move. The Top Right Button will take you back to the
beginning of the Stage you're currently on.

Select Button: Use the Select Button to change menu selections.

Start Button: The Start Button will Pause the game. In Pause mode,
the cookies will disappear from the screen and the message
PAUSED will appear.
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Basic Game Play
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To start the game, insert your Yoshi’s Cookie game pak into your
Super NES and tumn the power switch On. The title screen will
appear. Push Start to begin. Move the Control Pad Up/Down to
select ACTION, VS, or PUZZLE at the Game Select Menu. Push the
A Button to confirm your menu choice.

ﬁﬁ\ Think of the cookies on the outside edges of the playfield as
“G‘“\\ being connected to each other. For example, if
1o$$ you move one of the right-hand cookies to the

right, it will appear in the same row on the left-
hand side of the playfield. If you move one of the

cookies on the bottom edge of the playfield down, it will

rotate to the top of the playfield in the same column.

3
T

Fig. 1 - Move the
cursor to the FLOWER
COOQOKIE in the right
column. Fig. 2 - Hold
down the A Button and ooy
press Down on the Control Pad to complete a
line of FLOWER COCKIES in the center row.

Fig. 3 — The DIAMOND COOKIE that was at the
bottom of the right column in Fig. 1 rotated from
the bottom of the screen to the top of the screen
when the line of FLOWER COOKIES was
completed.
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The One-Player
Action Game
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Round
Speed
Music Type

Press Up/Down on the Control Pad to choose Round, Speed, and
Music Type. After you have made your selections, press Start or the
A Button to begin the game. The B Button takes you back to the
Game Select Menu.

Round: 1 to 10 — Press Left/Right on the Control Pad to select the
Round you wish to begin at. Each Round contains 10 Stages.

Speed: Low (slow), Med (medium), Hi (fast) - This
changes the speed at which the new cookies appear on the screen.

Music Type: A, B, €, or OFF - Use this to select the background
music. Select OFF to stop the music.
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Your Score
Speed
Stage
& s A !
s o e _ — Round
PN [ ol

Playing the Action Game

To play the one-player ACTION game, line up the same type of
cookies in vertical columns or horizontal rows to make them
disappear. Clearing the screen of all the cookies will allow you to
move to the next Stage. However, if the lines of cockies expand to
the edge of the playfield, the game is over. When you complete 10
Stages, you will advance to the next Round. When you complete
all 10 Rounds, you will get a special message from Mario!

*\‘“ When you complete five lines of one type of
I’t“ot:\“ cookie you will get a very special YOSHI
S
40

COCOKIE! This cookie can be used as a wild
card to help complete any type of cookie line.
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Scoring
Eliminate rows and columns -
of like cookies to score. The 9-cookie line = 10 points

number of cookies in a 3-cookie line = 20 points
completed column or row

determines your score. For TE@ME Img = ‘MJ
example, if you complete a 5-cookie line = 80 points
line of four 'C!’::'Cfl'kiESlf YOU‘” QT(;DDkEE line = 160 poinu

score 40 points. A line with —_—
six cookies scores 160 points. 7-cookie line = 320 points

If you remove several
lines at once, you'll be rewarded with a better score!

if you remove:

2 lines: The score of the 1st deleted line + the score of the 2nd
deleted line X 2.

3 lines: The score of 2 deleted lines + the score of the 3rd deleted
line X 4.

8 lines: The score of 3 deleted lines + the score of the 4th deleted
line X 8.

“\*‘ If a YOSHI COOKIE is in the row or column
““O%‘\. that you are eliminating, you'll get bonus
points! Watch the graph in the lower left
cormer of the screen to see how close you are
to getting a YOSHI COCOKIE.
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The VS Game
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Time Speed
Handicap
Music Type

HESLL S

Setting the Menu

Press Up/Down on the Control Pad to choose between Mode, Time
Speed, Handicap and Music Type. Press Start or the A Button to
move to the next menu.

Mode: 2-Player or VS Computer — Sclect MAN to play against
another person (who uses the second Controller), or select COM to
play against the Computer.

Speed: Low, Med, Hi — Usc this to select the speed at which your
Timer Fuse will bum.

Handicap: 0 to 20 — The Handicap feature allows you to balance
the game between experienced and inexperienced players. For
example, if Player 2 is less experienced than Player 1, Player 2 may set
his/her Handicap to a higher number. This means Player 2 will need
to complete fewer lines in order to win the game.

Music Type: A, B, €, or OFF — Use this to select the background music.
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Koopa
Initials Window

Character Selector
Mario

N

N
Y

Awwvswnwnathawwwaw!

Choosing Your Character

Character Selector: Using the Control Pad, move Left/Right, or use
the Select button to choose your character — MARIO, YOSHI, the
PRINCESS, or KOOPA.. Press Start or the A Button to confirm the
character selection for Player 1 and Player 2. If you choose to play
against the computer, repeat the steps above to select the
computer’s character.

Initials Window: Press Start to enter the default initials for each
character in the Initials Window. If you wish to enter custom initials,
use the Control Pad and the A Button to enter your selection of
alphanumeric characters.

If you defeat all four characters in the VS

st

h“ﬁﬂ A \ Computer mode, look for a secret code
o ’

9

allowing you to play against a new set of
characters!
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Which character to choose?

Each of the four characters have special strengths and weaknesses.

ATT (Attack) is the length of time an attack Event such as BLIND,
PANIC, and SLAVE last.

DEF (Defense) is each character’s ability to defend against attacks.
An opponent’s attack time is cut in half if a character’s defense
is strong. The attack time is doubled if defense is weak.

MES (Message) is how quickly the message displayed in each
character’s Event Window changes.

LIM (Time Limit) is how quickly each character’s Timer Fuse bums.

ATT DEF MES LIM
Mario Average  Average Med Med
Yoshi Average Strong Long Med
Princess Average Weak Short Med
Koopa Strong Average Med Short

Mario is a balanced player with no special abilities or weak-
nesses. This makes him effective against all other characters.

Yoshi has a strong defense that effectively cuts an opposing
player’s attack time in half. This makes him a good character to
use against Koopa's powerful attacks. Yoshi is a good player to
start with when leaming how to play the VS game.

The Princess’ strength is her ability to attack an opposing player
with the most effective Event. Because messages cycle through
her Event Window quickly, you won't wait too long for the right
attack message to appear.

Koopa's strength is his ability to create attacks that last twice as
long as other character’s attacks. His Timer Fuse, however, bums
very quickly.
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Crowns

CIEMEEIT || Timer Fuse
Event Window
Point Meter

Special Yoshi Cookie

Playing the VS Game

In the VS mode, a player goes head-to-head against the computer
or a friend. Each player must sort like cookies into vertical or
horizontal lines on the 5 X 5 playfield. A player's Point Meter will
Increase each time that player completes a line. The first player to
complete 25 lines wins the Round. If a player doesn't complete a
row or column before the Timer Fuse runs out, that player loses the
Round. Each time a player wins a Round, that player will eam a
Crown. The player eaming three Crowns first wins the match.

During the VS contest, YOSHI COOKIES are used to initiate attacks
against an opposing player. If a player completes a line of YOSHI
COOKIES, the Event displayed in the Event Window wiill occur.

\\\\“ You'll eam one YOSHI COOKIE each time a
‘10%\\ regular cookie line is completed. If you

complete two or more lines at once, you'll
eamn five YOSHI COOKIES!

Yoshi's Cockie
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Attack Strategies

Watch the display box above your playfield! A player’s initials will
appear next to the Event signifying which player will be affected by
the Event.

Watch to see if an “X” or an “O” is displayed. This will help
you determine quickly if the Event specified will have a
“good"” or a "bad” effect for you. If an "O" is displayed, the
effect will benefit you; if an “X" appears, the effect will be
detrimental to you.

The Event Window changes randomly, so be carefull It's possible
to accidentally hurt yourself and help your opponent!

=7 Removes 7 pomts from a player’s point meter

-3 Removes 3 points from a player’s point meter

+3 Adds 3 points to a player’'s point meter

Pamc Allows the attackmg player to scramble the cmkm on hasf
her opponent’s screen.

Bllnd Allm the attacking player to place a 3 X3 gnd of question
marks over the center of histher opponent’s playheld

Slave Allm the attacking player to contmi h|sfher Dpponent S
CUrsor.

Yoshi's Cookie 15
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Successful Attacks

Example #1
If MARIO (Player 1) aligns a row of
YOSHI COOKIES when KOO PANIC is

displayed in the Event Window...

S mmi

| i e B naiapay - the cookies belonging to KOOPA
WISIol R 22¥2y (Player 2) will be scrambled
! ﬁg??:;ﬂ,}:.;“w_h | RO

Example #2
If YOSHI (Player 2) aligns a row of
YOSHI COOKIES when MAR BLIND is

displayed in the Event Window...

..MARIO’s (Player 1's) playfield will be
partially covered with question rmarks.
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Unsuccessful Attacks

Example #1
If PEA (Player 1) aligns a column
of YOSHI COOKIES when PEA -3
is displayed...

...PEA’s Point Meter will
decrease by 3 lines.

Example #2
If YOSHI (Player 2) aligns a
column of YOSHI COOKIES when

PEA + 3 is displayed...

g
x|
2y
N
|
3
‘

’

... 3 points are added to PEA's
(Player 1's) Point Meter.
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The Puzzie Game
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Start Round

Music

Setting the Menu

Start Round: 1-10 — Choose the Round you wish to start at. The
PUZZLE game has ten Rounds — each with ten Stages. When you
complete a puzzle, the password for the next puzzle will be
displayed. You may enter a password at the PUZZLE menu to begin
at a particular Round and Stage.

Music: Tums the music On or Off,

St | . _ .
*\ Think of the cookies on the outside edges of the playfield as
b“oﬂ\‘ being connected to each other. For example, if

“‘ you move one of the right-hand cockies to the

..o‘J c et .
right, it will appear in the same row on the left-
hand side of the playfield. If you move one of the
cookies on the bottom edge of the playfield down, it will
rotate to the top of the playfield in the same column.
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Stage

Number of moves allowed

Round

Timer

Playing the Puzzle Game

The PUZZLE game tests strategy, not speed. There are a total of 100
puzzles — 10 Rounds, each with 10 Stages. To solve each puzzle,
you are allowed a set number of moves to rearrange a jJumbled set
of cookies and clear them off the screen.

The box on the upper right side of the screen displays the number
of moves you are allowed. |f you are not able to complete the
puzzle in the number of moves shown, you will be given an
opportunity to try again.

The Timer shows you how much time it has taken to solve each
puzzle.

By using the Top Left and Right Buttons you can
undo moves or begin again. Pushing the Top
Left Button allows you to go back one move at

a time. Pushing the Top Right Button puts the

puzzle back into its original position.

....................................................................................



Example #1

To complete this puzzle in 2 moves,
move the HEART cookie in the top row
to the left once.

Nowv, move the HEART to the
left once more, rotating it to the
opposite end of the top row.

All the cookies are now
aligned in vertical columns.
The screen will clear, and
you've solved the puzzle!

20 VYoshi's Cookie
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Example #2

To complete this puzzle in 2
moves, place the cursor in the
second column from the left,
and shift it up once.

e

Now, move the cursor to - i.ﬁ..!.].i
the second column from (5 e TR Rn
the right, and move this
column up once.

[ ROUNDET | [STAGEEE,.]

The three rows of CIRCLE
cookies will disappear from the
screen. This allows the FLOWER,
DIAMOND, and HEART cockies
to form vertical columns, which

will clear the screen!
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Limited Warranty
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Bullet-Proof Software, Inc. warrants to the original purchaser of this Bullet-
Proof Software product that the medium on which this computer program
is recorded is free from defects in materials and workmanship for a period
of ninety (90) days from the date of purchase. This Bullet-Proof Software
program is sold “as is” without express or implied warranty of any kind, and
Bullet-Proof Software is not liable for any losses or damages of any kind
resulting from use of this program. Bullet-Proof Software agrees for a
penod of ninety (90) days to either repair or replace, at its option, free of
charge, any Bullet-Proof Software product, with proof of date of purchase,
at its factory.

This warranty is not applicable to normal wear and tear. This warranty shall
not be applicable and shall be void if the defect in the Bullet-Proof
Software product has arisen through abuse, unreasonable use, mistreat-
ment or neglect. This warranty is in lieu of all other warranties and no other
representations or claims of any nature shall be binding on or obligate
Bullet-Proof Software. Any implied warranties applicable to this software
product, including warranties of merchantability and fitness for a particular
purpose, are limited to the ninety (90) day period describbed above. Inno
event will Bullet-Proof Software be liable for any special, incidental, or
consequential damages resulting from possession, use or malfunction of
this Bullet-Proof Software product.

The provisions of this warmanty are valid in the United States only. Some
states do not allow limitations on how long an implied warranty lasts or
exclusions of consequential, or incicdental damages, so the above
limitations may not apply to you. This warranty gives you specific rights,
and you may also have other rights which vary from state to state.

Bullet-Proof Software, Inc.
8337 154th Ave. N.E.
Redmond, Washington 98052
(206) 861-9200

....................................................................................



ey

Bullet-Proof Software®
8337 154th Ave. N.E. » Redmond. WA 98052 = (206) 861-9200

PRINTED IN JAPAN



